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THE GAME 


While on an archaenke dition in India, Indiana Jones stumbles across he remote 
village of Mayapore. Following the tell ofthe powerful Sankara Stone which once proecte 
the vilage and s pene. the town lies in ruin and its children have mysteriously di 
appeared. Indy discovers the enslaved children inthe ew Pankot Palace, he home ofthe 
Maharaahı Mota Ram the ruthless High Priest has forced the children to mine for precious 
fgets and the other missing Sankara Stones. Indy adventure begins as he enters the 
palace 10 fee the missing children and recover the Sankara Stones, defeating Mola Ram. 
and his evil Thuggee guarda 









CONTROL FUNCTIONS 


CONTROL PAD BBUTTON ABUTTON 








When the Title Sereen appears, press he Start Button. After Indy walks across o the mine 
entrance on the right. press the Select Button lo begin the game 


Use the Control Pad lo move Indy up, down, lt and right. Move through the caverns by 
climbing up and down ladders, siding down chutes, using the conveyor belts, or Jumping, 
from ledge to edge Walk on conveyor belts inthe mines or Jump into mine cars. Watch 
‘ul or missing tracks and lava pool; the ear o the lef Fright to change tracks, and 
Switch cars oF Jump out if necessary. 








‘When the game begins, Indy has only his Whip for a weapon, Swords and Guns are 
provided ty reed Slave Children: TNT is ound in small caves which can be opened 
Avi a Sword. Hold down the Control Pad while pressing the Select Button fo choose 
“another weapon you have acquired: left forthe Gun, right for the Sword. up lor TNT. 
‘dawn forthe Whip. (another weapon isin use, appears beneath the timer) 


Press the A Button to crack the Whip (or use any weapon) in the direction you ae facing. 
Swing across io another ledge by wrapping your Whip around the swing post. Use your 
Whip to stun Thuggee guards and bats, and get id of snakes and spiders. Use other weapons 
do defen all attackers, 


Press the B Button to Jump down. To jump in he direction you an facing, hold denen 
tthe Control Pad i that direction while pressing the B Button. 


Press the Start Button io pause the game and view the Status Screen. You will be shown 
the time remaining, Your score, the next score a which you eam an extra ile (an extra le 
is awarded every 15000 points), Ihe number of weapons you have acquired, the number 
‘of Children o be freed, and the number of Map Pieces remaining Press Start again 

to resume pla 





To pause a game on the action screen, press the A Button on Control 2 press the B Button. 
om Control 2 10 continue. 


After losing your las le, the program will return you o the Tile Screen. Tb restar the 
game un the fast Wave you had reached, hold down the A Button while pressing Select to 
begin the game. 


PLAYING THE GAME 


The Temple of Doom is made up of 12 Waves, or levels. To complete your mission you 
must fight your way othe secret Chamber of Kall (Wave 9), recover the missing Sankara 
‘Stones. locate the hidden ext and cross a rope bridge guarded by the terble Mola Ram 
hhimselt Earn points by freeing Save Children, collecting prizes, and defeating your opponents 
You begin the game wih 5 lives; if you lose al 5 lives and opt to restart the game atthe 
¿current Wave, you wil be given only 4 Ives. 


It you lose all your lives on Waves 1:9, you may testar the game with all yout weapons and 
res intact on the lat Wave you reached. Once you pass beyond the Chamber of Kal, 
‘You must complete the entre game wahout restating, Ifyou run out of Ives, you must re 
Stat the beginning of Wave 9 (the Chamber of Kali). The countdown timer a he 

top ofthe screen begins a 9, and decreases more quickly on some Waves than om others. 
time runs out on ANY Wave, Mola Ram appears and you lose ale as well as, 

‘any weapons or prizes collected on that Wave. 


Waves 1-8 
‘These are the mines and caverns leading to the Chamber of Kal. Free al the trapped 
Children and collect as many weapons and prizes as you can. Waves 1 through $ have two 
rooms each; you may move freely back and forth between the two roms. rescuing 
Children and recovering weapins and prizes Collet all the Map Pieces you can ~theyil be 
"needed at later sage Ira Hat i recovered Indy gets an extra life. Keys open locked 
‘doors that lad tothe next Wve (each rooms Key opens the oer rooms locked door) 
Levels provide extra time: The funher you ge, tbe more enemies and pialls you will 


tances will appear every tne you exit a Wave, or move 
we I shows Ihe current Wave number Your score Ives re 


‘The sereen with the 
between rooms on 











‘maining. and sometimes a hin. I hint appears, the screen will pause: press Select 
to begin the next sequence, 
Secret Doors 


Each room on Waves 8 has a Secret Door, hidden behind a cave wal that can be 
revealed with TNT. 

‘The Secret Doors on Waves 2,3, 5,7 and 8 lead to Secret Storerooms, the location of 
‘which changes from game to game. Secret Storerooms contain special prizes or caches 

‘of weapons. 

‘The Secret Doors on Wives 1.4 and 6 lead to Special Waves. The location of these 

Doors is always the same, and some feed Chikiren will reveal Arrow pointing ia their 
general direction. The Special Waves on levels 4 and 6 each has a Secret Storeroom, 

and cave doors that let you skip the next Wave. 

‘The Secret Doors on Wave [lead to the Warp Wave, which allows you to advance rapid to 
a numberof higher Waves. The Warp Wave has mary Secret Storerooms and cave doors, 
‘each cave door takes you toa diferent Wave, 





Wave 9 
‘This is the Chamber of Kali; you must cross the Lava River and retrieve the three sacred 
Sankara Stones which are guarded by the Satve of Kal Sun the Lava Monsters to make a 
jth actoss the river Once you have recovered all three stones, a hidden door leading 10 
the Map Room wi open. 


‘The Map Room 
Upon completing Wave % you wil enter the Map Room. Here you wil see a map of ane of the 
‘ext six interconnecting rooms that make up Wave 10.1 yow have not collected all 25 Map. 
Pieces, you will not be abl o see the whole map The Secret Exit in Wave 10 Is marked on 
he map with an "X" You may study Ihe map for as Jong as you wish — press Select to ext 

{he Map Room when you are ready to proceed 10 Wave 10, 


Wave 10 

Wie 101 comprised of sx interconnecting rooms, one of which conceals the Secret Ext 
you were shown in the Map Room. Explore each room unt you recognize the room 

wth the Secret Exit if you have acquired the Secret Idol hidden on Wave 7, the Idol will 
Appear infront ofthe Exit to indicate its location, Use TNT to rewal the Secret Exit 

10 Wave 11; i you do not have ll three Sankara Stones, you will not be allowed o pass. 


Wave 11 

This is the Tube Wave, which takes you up and out ofthe dungeons of Kal You must climb 
fo the top and exit hrough the locked door if you do not have all three Sankara Stones, 
the door will not open, 
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Wave 12 

‘Wave 12 s the final Bridge Wave. Find the door to the rope bridge and make your way 
across, dodging arrows and the flaming hears thrown by Mola Ram (the rope bridge can. 
be broken with a Sword or TNT ). You must reach Mola Ram and throw him of the 
bridge before he can escape; i you succeed, youl ind Wille and Short Round 
‘walling fo greet you...and your mission is complete! 


‘THINGS TO LOOK FOR 


Arrows to Secret Doors: Awarded by red Slave Children, Point inthe general diction 
‘of Secre Door, reveal the Secret Door with TNT 





Cartas Found in the mines; Indy may jump into a car 10 ride through the mines. and may 
Jump out at any time: Indy can slew down or speedup a cat, and bt it ether side to 
‘with tracks al intersoctons, Walch ous for missing tracks and lava pools! Cars may be 
empty, or may hold one ortwo Thuggees. Indy must get id ofthe Thuggres before jumping into 
{hel car; otherwise, he will be stunned and fall ou. M there are two Thuggees in a cart 

‘ne may throw bombs that will stun Inch. 


Caves: Small barricaded openings along paths and conveyor bes; use a Sword to open the 
cave and recover the TNT Inside. 


"TNT: Use to get idol enemies, reveal Secret Doors, solidity lava pooks on paths and 
‘conveyor belts 


Guns: Avarded by reed Slave Children. Use lo defeat enemies, shoot sal! skulls o reveal 
swing posts 


Hats: Awarded by treed Save Children. Indy recovers a Hat he gets an extra lite 
Jewels: Awanded by freed Slave Children, Give you extra time 


Keys; Awards by fed Slave Chikfren, Use Keys o open locked doors and gates. Key will 
‘not workin the room where i is found, it must be used inthe other oom on that Wave 
(Only the Special Key may be transported between waves. 


Skala: Found in the caverns, and inthe rooms ater the Chamber of Kal 
{Windy loses ie ater recovering the Sankara Stones, they will be placed on thee of 
the lage skulls for salckeeping 


Map Pieces: Awarced by treed Slave Children, Collet all 25 0 view the entre map inthe 
Map Room. you do not fee any Slave Children on a Wave and use a Secret Door 10 skip 
aad, you wil be awarded ALL the Map Pieces or shat Wave I you fee only some ofthe 
‘Caren and use a Secret Door you will not get ANY ofthe Map Pieces for that Wave. 


Ol Drums: Can be whipped to form a barter for cats— no cart can pass an active ol 
‘drum without crashing, Can be cleared with TNT. 


‘Sacred Idol: Found in a hidden storeroom on Wave 8; shows the location of the Secret Exit 
in Wave 10 


‘Sankara Stones: Found a he statue in the Chamber of Kali once all three are recovered, 
the Secret Door tothe Map Room will open. You wil need al thee to open the locked 
doors it the folowing Waves. I Indy loses ale after recovering the Stones they wil be 
placed on the lage skulls in thet room. 


Secret Doors: Rescued Children may sometimes pot he way to Secret Doors hidden 
behind rock walls, reveal the Door with TNT. Secret Doors lead to Special Waves or 
Secret Sorerooms 


‘Slave Children: When red, hey award Indy with weapons (Swords, Guns, or TNT ) 
‘or pres (Keys, Jewels, Map Pieces, Hats, or Amos posting to Secret Doors). 





Small Skulls: Some reveal swing posts when shot with a Gun, 





Smokepots: Uses lo contol bats: when a smokepot is activated, bats cannot My 


Indy can activate a smakepot by ting it with his Whip. 


‘Saving Post: Indy cmchs his Whip a a sw 
the pos, he wil swing across othe other sde: 


post and is able to wn 





the Whip around 





Sword: Awarded by fed Slave Children. Use to deal enemies, open eaves 
containing TNT. 


THINGS TO AVOID 


Arrows: Thugaees begin shooting once Indy aches the Rope Bridge: arrows stun 
Indy they hit him. Can be eliminated by any weapon. 





Bate: Repeatedly attack and stun Indy; can be stunned with the Whip or eliminates 
with other weapons. 





Boulders: Hidden Thuggees will attempt to drop boulders onto Indy from above: they 
cannot be attacked in any way Conveyor belts stop moving briefly when hit bya boulder 


Lava: Indy oses a le e falls into a fery lava pit. Some paths are blocked by lav pools, 
which can be jumped over swung over, or soidibed with TNT. 


Lava Monsters: Can be attacked with any weapon except the Whip. Once stunned, 
they can be used as a path across the lava, Inthe Chamber of Kal they are your only 
(means of crossing the Lava Rivet 





Mola Ram: The evil High Priest who has captured the Children and stolen the sucred 
Sankara Stones. the countdown timer runs out Mola Ram appears and you lose lt, 
| weil as any weapons or prizes collected cn thal Wave. 


Rata and Snakes: Attempt to drop from above to stun Indy. Can be eliminated 
with any weapon. 


‘Spiders: Move randomly and can tun Indy if they drop on him. Can be eliminated 
wth any weapon 


Spikes: Move up and down. Indy steps on one, he wil ose a lie. Can be removed with 
TNT. jumped over or walked over when down: stun Thuggee guards 


Thuggee Guards: Numbers vary irom Wave to Wave: they attempt find and stun Indy. 
they are stunned with Indy's Whip, they become Anscker Thuggees, 
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HINTS 


1. To achieve the best score, you must free ALL the Slave Children. 


2. Indy cannot use any weapon while on a ladder or in a chute; he MAY use weapons while 
falling, and while in a cart However you cannot ll a cart and use a weapon atthe same 
time, On some waves, you must select Ihe Sword to Successful it mine eats over 
missing sections of wack 


3. On Waves 14, you should concentrate on acquiting as many Map Pieces and weapons 
as possible (you can stockpile up to 99 of each weapon). You should aso look lor 
the Secret Storerooms that hold the Special Key (Wave 7) and the Sacred kl (ine 8). 
The Special Key may be transported between Waves and will open ANY locked done but 
can be used only once. In the Chamber of Kali, will open the locked door thal leads 
toa shorteut tthe Island. 





4 you use a Secret Door to skip abead and have not treed any Slave Children on tat 
We, you wil be awarded ALL the Map Pieces fr that Wave. I you have freed only 
some ofthe Children, you wil not get ANY of the Map Pieces fr that Wave: 


5, There is only one path across the Laa Rive in Ihe Chamber of Kal: locate the 
‚Somect path, you must ind where the greatest number of Lava Monsters are appearing, 
‘The location is randomly selected for each game. 


6, When you reach the six inter-connecting rooms ( Wave 10), you will be able to identy 
the room containing the Secret Ext by carefully matching the relative locations of lange 
skulls, eave doors, and Children to those you were shown on the map. There are 24 
potential locations forthe Secret Ei; i you use the restart option lo reum lo the 
Chamber of Kali the location of the Secret Exit will be changed. 





7. Mindy loses alle alter leaving the Chamber of Kali with the Sankara Stones, the Sones 
‘willbe placed on the thee lage skulls in that room do not leave the room unt you 
‘Rave recovered all three Stones! 


& The cave door a the bottom of the Warp Wave (accessed in Wave 1) is dificult o reach, 
Dut leads all the way tothe Chamber of Kal 


9, After you break the rope bridge on Wave 12 the Status Screen wil appear Press the 
Start Button to continue she game. 





10. When you meet Wille and Shorty at the end of the game, Wille wil "throw Kisses 
lo you score extra points by using your remaining weapons o "catch the hears, 
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LIMITED WARRANTY 


imdscape. Ic, wars oe rial purchase of this pros hatte ing me om which 
te mr Parco Wil o ken m material and works ke (00) dae 
Ir he at of purchase Dfoih meca returned Ihe purchase ug ths une 20) day ped 
be replaced without change provide atthe tured eda no ben sec mine 
ange or escena wee 


tum dede media o point of purchase; You mus inch a ded prt ot purchase 
ere decrhing ho dee, cd your we aceon 





vt 


Minascape i dows ol wat tht the Gane Fak wil mete purchusers speci requlemens ANY 
STATEMENTS MADE CONCERNING THE UTILITY OP THE CAME PAR ARE NOT TO BE CONSTRUED AS 
EXPRES OR IMPLIED WARRANTIES. 


THIS WARRANTY ISIN LE) OF AL. OTHER WARRANTIES, WHETHER OKAL OR WRITTEN. EXPRESS 
‘OR IMPLIED, ANY IMPLIED WARRANTIES, INCLLIDONG IMPLIED WARKANTIES OF MERC HANTABLITY 
AND FTINESS FOR A PARTICULAR PURPOSE. ARE EXCLUDED. 


IN NO EVENT WILL MINDSCAPE INC. BE LAL FOR INCIDENTAL O CONSEQUENTIAL DAMAGES OF 
ANY IND IN CONNECTION WITH THE GAME PNK 


Some states ot allow te exclusion or natn of cide or vonsegueni damages oF 
Fiat on bu log an pe waranty ost, othe ane atom or exch may at pp o 
you. Tis wary gives you spel ea gh, and you máy al ae ther rights whch vary Bs 
Salto sane Ades all comespordence 1! Mindscape, Ic, PO Bon II? Norco. LS I. 





(COMPLIANCE WITH FCC REGULATIONS 


‘This equipment generate and uses rad equency energy aná nc Instale 
md ee prop tat m ac accordance wäh the manches nstrchons, 
tt enue eterno di and eeision ces. has been ype ested 
Sind bund comply wih the ints fora Cas Computing deve accordance 
sth te species in Sept Fol Par 15.01 PEC Rules, which ae designed 
Ye gr easonae pro agaist suchen i ein salon 
Fiore there tno ga ta morron wl ol oct na parol 
Stason hs equipment does catne erence wai revision reception, 
stich ca be determined y ting equipment of aon the er Is encouraged 
Sty wo comet hr meer y one rae fhe lowing means 

cren terco ane 

Rec the NES wih respect he receto 
Noe the NES may om recen 
I Prag the NES dierent lo tha computer and receher aon 
‘ee cat 

1 receso the user shoud consul the dealer ra epa ieesion 
‘ima ia ges. The user may nd he tlt bookie 
{repay the Federal Communications Commision hep 

Tow entity and Rese aio TV iveroence Probe 
‘his et enviable fom the US Govemment Ping Ole, Washington DC 
Zi Sk Na OSA 
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